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The beloved, jorts-wearing bandicoot returns 
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PlayStation classic for modern consoles. 
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The nexus of the universe 


s we put together this issue, it was 
hard to shake the sense that we're 
living at an important era in the 


history of gaming, a time when the past looks 
destined to collide with a bold new future. 

Of course, if you want to get technical, 
we're always living in the moment when 
the past meets the future. That's just called 
the present. But there are certain moments 
when that transition—between the old and 
the new, between what has been and what 
will be—feels so much more pronounced. It 
might be a bit dramatic, given that we're talk- 
ing about video games, but it truly feels like 
we're living in historic times. 

Rumors are swirling that Microsoft and 
Sony are gearing up to announce their next- 
generation gaming platforms. (Nintendo may 
even have an updated version of the Switch 
on the way, depending on who you believe.) 
Virtual reality, though still not a true main- 
stream hit, keeps making steady technological 
advances that could see it usurp traditional 
gaming. VR's cousin, augmented reality, seems 
poised to expand beyond phone apps and 
into powerful hardware of its own. Mean- 
while, the tech giants of Apple and Google 
are preparing to invest in the gaming space 
in ways that may well upend the status quo. 

A half-dozen potential futures fan out before 
us, and it's anyone's guess which of them will 
become reality. 


And yet, it’s also harder than ever to ignore 
gaming's past. In the following pages, you'll 
read about Crash Team Racing Nitro-Fueled, 
aremaster of the beloved 1999 kart racer, 
and Super Mario Maker 2, a Switch title that 
compresses all the nostalgia of Mario's past 
2D platformers into a set of fun and simple 
level creation tools. We've even got a special 
feature highlighting the many remasters and 
reimaginings that recently launched or are 
coming out soon. More than ever, developers 
love revisiting their past work and giving it 
fresh upgrades on new consoles. 

Of course, at this junction of a revitalized 
past and a promising future, gaming's pres 
entisn’t too shabby, either. Just look at some 
of the other games featured in this issue: 
Team Sonic Racing, MLB The Show 19, Mortal 
Kombat 11, Dragon Quest Builders Il, Judg- 
ment, The Division 2, Rage 2. Big games these 
days offer a huge amount of variety and con- 
tinue to push the boundaries of technology 
and design. Perhaps someday we'll look back 
on this as a golden era. Or maybe the world 
of gaming is just getting started, 

No matter what tomorrow holds, there's 
‘one thing you can count on, past, present or 
future: Walmart Gamecenter will keep you at 
the center of all things gaming. 
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GAMING NEWS, NUMBERS & GOSSIP 


Borderlands 3 Gets Its 
Long-Awaited Reveal 


fter years of teases and anticipation, 
Gearbox Software has finally made it 
official: Borderlands 3 is on the way. 


The series that pioneered the loot-and-shoot 
genre is making a comeback on Xbox One, 
PlayStation 4 and PC, bringing more of the 
irreverent humor, over-the-top enemies and 
randomly generated weapons fans know and 


love. 
While the reveal confirmed the return of 
many characters from the earlier games, the 
four playable Vault Hunters will be a brand- 
new bunch. Zane is an eyepatch-wearing 


assassin who can throw out a decoy to draw 
enemy fire and utilize other gadgets. Moze is 
a soldier whose abilities center heavily around 
robots, mechs and other tech. FL4K is a robot 
who can command different pets in combat. 
Finally, Amara fills the Siren role, though she’s 
got a different focus than the character class 
has in past games. She'll be more of a bruiser 
or tank type, using her powers to summon six 
magical arms, among other abilities. 

‘As for those returning characters? We've seen 
prior Vault Hunters like Lilith, Brick, Maya, ZerO 
and Mordecai, implying they'll play a crucial 


role in the story. Fan-favorite non-player char- 
acters like Claptrap, Moxxi, Ellie and Marcus are 
all back, too. So is Tiny Tina, though she's done 

a bit of growing up since we last saw her. Even 
Rhys, from the Telltale Games spin-off Tales of 
the Borderlands, is getting in on the fun. 

So what's bringing all these heroes and their 
allies together? Story details remain scarce, 
but we know that the new villains are the 
Calypso twins. They lead a group known as the 
Children of the Vault, a cult united around a 
religious obsession with Pandora's many loot- 
filled vaults. 

Perhaps the most exciting news to come 
out of the announcement is that Borderlands 3 
won't be set entirely on Pandora. Instead, the 
game will take the action to planets we've 
never seen before. The developers have 
already shown off glimpses of dramatically 
different environments, including large sci-fi 
cities orders of magnitude denser than any 
settlement on Pandora. 

“We've been working on this game for 
five years,’ said Randy Pitchford, Gearbox 
co-founder and CEO. "It's obscene the amount 
of personal effort that goes into a Borderlands 
game. Our deepest wish is to just do whatever 
we can to make a worthy successor.” 

We'll learn more in the months leading up 
to Borderlands 3's September 13 launch, but it’s 
already clear the series’ world is about to get a 
whole lot bigger. You can preorder your copy 
of Borderlands 3 now on Walmart.com or at 
your local Walmart store. 
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GAMING NEWS, NUMBERS & GOSSIP 


Studio Hiring for New Zelda— 
and It’s Not Nintendo 


A recent job listing has The Legend of 
Zelda fans buzzing about the possibilities 
for a future game in the series. The twist? 
It's not Nintendo that’s hiring. 

Instead, the listing comes from Mono- 
lith Soft, the Japanese studio who most 
recently developed the Switch-exclusive 
RPG Xenoblade Chronicles 2. The company 
is seeking technical artists, programmers, 
planners, designers and management 


RAGE 2 
BETHESDA 


BOX ONE, PS4, PC 


APLAGUE TALE: INNOCENCE 
FOCUS HOME / XBOX ONE, PS4 


TEAM SONIC RACING 
SEGA/ XBOX ONE, PS4, SWITCH 


support, and the recruiting page makes 
heavy reference to Zelda. 

Does this mean that Nintendo is hand- 
ing off the keys to one of its biggest series 
to an outside developer? Not necessarily. 
One of Monolith Soft's branches collabo- 
rated with Nintendo on 2017's The Legend 
of Zelda: Breath of the Wild. It’s entirely pos- 
sible that these job listings reflect a similar 
partnership, with Monolith providing sup- 
port to a main team inside Nintendo. 

Then again, Nintendo recently an- 
nounced it’s working with Brace Yourself 
Games, the indie developer behind Crypt 
of the Necrodancer, on a Zelda crossover 
title called Cadence of Hyrule. Maybe that 
signals the Big Nis taking a new approach 
with the property. 

Either way, it’ clear that work on anew 
Legend of Zelda game is getting underway. 
That should be news enough to get Nin- 
tendo fans excited, 
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Wolfenstein: 
Youngblood’s 
Deluxe Edition 
Gets Friendly 


MachineGames and Bethesda are giving 
players a neat reason to pick up the Deluxe 
Edition of Wolfenstein: Youngblood. In 
addition to the expected in-game bo- 
nuses—exclusive skins for characters and 
weapons—the Deluxe Edition will include 
a feature known as the Buddy Pass. Own- 
ers can give out this pass to one friend at 

a time, allowing that person to download 
and play through the game completely 

for free. The only limitation is that the pass 
recipient will need to be playing with the 
friend who gave it out. 


Youngblood is a spin-off that puts 

players in the role of B.J. Blazkowicz’s twin 
daughters decades after the events of The 
New Colossus, in an alt-history 1980s Paris 


still under the jackboot of a Nazi regime. 
While it’s possible to play solo with an Al 
companion, the game heavily emphasizes 
co-op play, which makes the Buddy Pass 
such a great idea. If you've got a dedicated 
co-op partner, you'll only need to pick up 
one copy of the Deluxe Edition to beat the 
entire campaign together. 

Wolfenstein: Youngblood launches on 
Xbox One, PlayStation 4, Nintendo Switch 
and PC on July 26. Preorder your copy 
now on Walmart.com or at your local 
Walmart store. 


Middle-earth’s Gollum to Star 


in New Game 


If you're a fan of The Lord of the Rings, you've 
got a new game to look forward to—but it’s 
probably not what you're expecting. Warner 
Bros. Interactive Entertainment and Daedalic 
Entertainment have announced a partnership 
to develop a new game called The Lord of the 
Rings: Gollum. Yep, everyone's favorite finger- 
chomping, loincloth-wearing imp is finally 
getting his turn in the spotlight. 

Daedalic promises The Lord of the Rings: Gol- 
Jum will place a heavy emphasis on narrative 
befitting the source material. The game will 
follow the character through an era of his life 
largely unexplored in Tolkien’s work, the pe- 
riod after he acquires the One Ring but before 
his first encounter with those nasty Hobbitses. 

Gollum’s split personality—divided into 
the more sinister Gollum and the kinder 
‘Sméagol—will play a key role, as well. These 
two voices in Gollum’s head will pave the way 
for players to make decisions affecting the 
outcome of the story. Focusing on narrative is 
an understandable approach, given Daedalic’s 
long history of success with story-driven 
games, but it's certainly a departure from the 


epic battles of the most recent games set in 
Middle-earth, Shadow of Mordor and Shadow 
of War. 


Gameplay details are still scarce, but 
Daedalic is referring to the game as “action- 
adventure” In other words, there will be more 
to playing the game than experiencing the 
narrative and solving puzzles like you might in 
a traditional narrative adventure game. Given 
that Tolkien's world is full of dangerous crea- 
tures, and given that Gollum will already be 
in possession of the One Ring, there are some 
pretty exciting possibilities. 

“The Lord of the Rings is one of the most epic 
and renowned stories of all time—it’s an honor 
for us to have the opportunity to work on our 
own contribution to this universe,’ said Carsten 
Fichtelmann, CEO and co-founder of Daedalic. 
“In Gollum, players will assume the role of one 
of the most iconic characters in Middle-earth. 
We tell Gollum’s story from a perspective never 
seen before, in any storytelling medium, all the 
while staying true to the legendary books of 
JRR. Tolkien” 

Another intriguing aspect of the announce- 
ment is that Daedalic says the game will be 
out"in 2021 on PC and all relevant console 
platforms at that time/’That wording certainly 
hints at plans to release the game on both cur- 
rent and still-unannounced next-generation 
consoles. Precious, indeed. 
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NEW GAMES YOU DON’T WANT TO MISS 


DAYS GONE 


JOHN GARVIN, CREATIVE DIRECTOR, BEND STUDIO 


“Days Gone is about a drifter, biker and bounty hunter named Deacon St. John two years after 
a pandemic killed the world. While out scavenging for supplies, Deacon sees a National Emer- 
gency Response Organization helicopter and follows it to learn what they're doing out here, 
what happened to his wife—whom he last saw two years ago when he put her on a NERO 
chopper—and the fate of the world, As for the gameplay, Days Gone is a narrative-driven, 
open-world action game where the world comes for you, But you can improve your chances 
of survival by destroying Freaker infestation zones, by taking down marauder camps, by scav- 
enging for supplies and by earning trust and credits at survivor encampments to purchase 
weapon and bike upgrades. You also get around on a motorcycle, but unlike similar games, 
your bike is not disposable. You have to take care of it” 
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TEAM SONIC RACING 


TAKASHI IIZUKA, SONIC SERIES PRODUCER, SEGA 


“Anyone who has played an action racing title where you can attack opponents, such as Mario 
Kart or the Sega All-Star Racing series games, will be familiar with Team Sonic Racing. But 
we've added one new twist that other titles don’t have: the implementation of a Team Racing PUBLISHER SEGA 
system. Up until now there has always been only one person who would finish the game in DEVELOPER SUMO DIGITAL 
first place. However, with Team Racing, you can team up with friends or family members to PLATFORMS XBOX ONE, PS4, SWITCH, PC 
form a group of three to compete against other teams and use teamwork to propel your team RELEASE DATE 05.21.2019 
to victory. Team Sonic Racing is also a brand-new racing game set in the Sonic universe, not 

a sequel to the previous All-Stars games, so from the beginning the plan was to focus on the 

Sonic characters. The game features 15 playable characters, and they are communicating as 

teammates in the race.” 


Gamecenter 


MORTAL KOMBAT 11 


Like the previous games in this iconic fighting game series, Mortal Kombat 11 is all about passion: 
the passion for beating opponents to a pulp, the passion for doing so in creative and brutal styles, 
and the passion for finishing those opponents off in the most memorable ways possible. In Mortal 
Kombat 11, the new cinematic single-player story mode will be accompanied by new characters 
such as the time-manipulating warrior Geras. Previous members of the roster also enjoy new twists, 
lead by UFC and WWE star Ronda Rousey stepping in to provide the voice of Sonya Blade. Brutali- 
ties and Fatalities are even more uncomfortably realistic thanks to a boost in both graphical and 
animation quality, Mortal Kombat 11 even features a character-customization system that builds off 
what we last saw in Injustice 2. Using this feature, players can personalize their favorite fighters by 
choosing from a variety of skins, special abilities, taunts, character intros, victory moves and more. 


PUBLISHER WARNER BROS. 
INTERACTIVE ENTERTAINMENT 
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PLATFORMS XBOX ONE, PS4, SWITCH, PC 
RELEASE DATE 04.23.2019 
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MLB THE SHOW 19 


RAMONE RUSSELL, GAME DESIGNER, SONY SAN DIEGO STUDIO 


“For MLB The Show 19, every major game mode has been improved upon, and we've really 

focused on making user skill matter more in hitting and pitching while also making player 
differentiation a focus as well. But we've also added two new modes: March to October and Mo- PUBLISHER SONY INTERACTIVE 
ments. In March to October, you play your team’s key moments during the season in an attempt ENTERTAINMENT AMERICA 
to win the World Series. Baseball has a long season, and this mode allows you to get to the DEVELOPER SONY SAN DIEGO STUDIO 
end in just a couple sessions. As for Moments, it has you playing famous moments in baseball PLATFORMS PS4 
history. There's famous baseball stories, ones that illustrate this day in baseball history, as well RELEASE DATE 03.26.2019 
as ones based on our headliners Andruw Jones, Goose Gossage, Cy Young and our cover star 

[Phillies right fielder] Bryce Harper. We're looking forward to capturing great playable moments 


from the 2019 season as well.” 
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FINAL FANTASY XII: THE ZODIAC AGE 


“Offering a refreshing new adventure in the expansive world of Ivalice, this new version of Final 
Fantasy Xil has remastered graphics and a re-recorded soundtrack, shorter load times, an auto- 
save function and Speed Mode, which increases your moving speed as well as battle speed. We 
also redid the monsters’ stats and even the battle design itself, including treasures, allowing 
battles to feel fresh, while the new Zodiac Job System allows you to freely develop your characters 
by combining two different jobs. This version also includes a new Trial Mode where you can enjoy 
the true essence of FFXI's unique Gambit system. Along with all the features from the 

PlayStation 4 version, we've also improved New Game+. You can now carry over items—such as 
equipment, magick and gil—that you obtained from the previous playthrough. You can further 
enjoy your adventure in 60 frame-per-second gameplay on the Xbox One X." 
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OLD |S NEW AGAIN 


evisiting old games isn't always 
everything it's cracked up to be. If 
you don't already have a copy of the 


game or the console necessary to play it just 
acquiring them can be a long, drawn-out 
process. Even if you have everything handy, 
you still need to worry about finding the right 
cables to hook up to a modern TV. And then, 


THE LEGEND OF ZELDA: 
LINK’S AWAKENING 
PUBLISHER NINTENDO 
DEVELOPER NINTENDO 
PLATFORMS SWITCH 

RELEASE DATE 2019 


The Legend of Zelda: Link’s Awakening origi- 
nally debuted way back in 1993 on the Game 
Boy. Even with just 8 bits and four shades of 
gray, Nintendo managed to craft a compel- 
ling adventure unlike anything the Zelda 
series has seen before or since. For the first 
time, Link journeyed outside of Hyrule, to the 
mysterious island of Koholint, and faced off 
against a wider variety of enemies, including 
some that crossed over from Mario games. 
Gameplay was similarly a departure, mixing 


after all that trouble, you might well find that 
your old favorite doesn’t quite live up to the 
memory. 

That's why we're fans of one of the biggest 
trends in gaming; remakes and remasters. 
Developers from across the gaming spectrum 
understand that bringing back classics is 
great for fans and newcomers alike, and 


top-down and side-scrolling segments and 
giving Link more mobility than ever before. 
Now, this curious chapter of Zelda history 
is making its return on the Nintendo Switch. 
The gameplay and story remain mostly true 
to the original, though a few changes have 
been made to streamline dungeons and 
combat. Link, for instance, can now swing 
his sword in eight directions rather than just 
four, and the item system has been stream- 
lined somewhat. The most dramatic change, 
however, comes in the new visuals, which 
recreate the world and characters in 3D with 
a style inspired by tilt-shift photography. As 
a result, it looks like you're playing in a gor- 
geous diorama. It’s fitting that a Zelda game 
unlike any other should finally get an art style 
just as distinct. 
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BY JOSH HARMON 


running on modern hardware with graphi- 
cal upgrades they can look as good as we 
remember—or even better. The trend isn't 
exactly new, but it’s certainly been hitting its 
stride as of late. We've put together a look at 
some of the most impressive remakes, remas- 
ters and reimaginings you can play today, or 
look forward to in the months to come. @ 


FINAL FANTASY VII 
PUBLISHER SQUARE ENIX 
DEVELOPER SQUARE ENIX 
PLATFORMS PS4 
RELEASE DATE TBD 


Widely regarded as one of the greatest games 
of the ‘90s, Final Fantasy Vil remains a landmark 
moment in the history of Japanese RPGs. That 
makes Square Enix’s decision to remake the 
game from the ground up both expected and 
surprising. On the one hand, bringing such 

a classic back means millions of fans will be 
eager to play the new version. On the other, it’s 
daunting to try to improve on what so many 
regard as perfection. 

It’s that second point, perhaps, that's 
responsible for the Final Fantasy VIl remake's 
lengthy development. Square Enix first an- 
nounced the project in 2015, and we've stil 
only seen fleeting glimpses of the game. We 
do know, however, that this will be a fairly ex- 
tensive overhaul, introducing action gameplay 
and new story elements in addition to cutting- 
edge visuals. In fact, when all is said and done, 
the Final Fantasy Vil remake may end up being 
the biggest departure from its source material 
of any game on this list. 


RESIDENT EVIL 2 


The original Resident Evil 2 remains a great 
survival-horror game—if you can overlook 
the dated tank controls and the oh-so-1998 
fixed camera angles. That's a pretty big 

if, though, especially when most current 
Resident Evil fans are likely accustomed to 
the more conventional shooter controls of 
Resident Evil 4 and the games that followed. 
Lucky for all of us, Capcom found the perfect 
solution: retelling the story of Resident Evil 2 
with a more modern style of gameplay. 

For anyone who played the original, the 
result is something that feels both familiar 
and surprising. You'll pass through the same 
major plot points and enemy encounters, but 
tweaks to maps, dialogue and characters re- 
flect a more modern design sensibility. Rather 
than being bound by the past, Capcom used 
it as a jumping-off point to make a game 
that’s great by today’s standards. 

Of course, we haven't even mentioned the 
biggest change: Mr. X, the hulking, unstop- 
pable bioweapon who stalks you throughout 
the game, has a new fedora. M'zombie. 
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BORDERLANDS: 
GAME OF THE YEAR EDITION 


By overlaying the loot-filled formula of games 
like Diablo onto a first-person shooter, Bor- 
derlands more or less invented one of today's 
most prominent subgenres. It’s difficult to 
imagine The Division, Destiny or Anthem look- 
ing quite the way they do in a world without 
Gearbox's wacky, cel-shaded adventure. 

Now, that first game in the series is back on 
Xbox One and PlayStation 4, complete with 
all the original DLC included, Across the entire 
package, Gearbox has added improved charac- 
ter models, lighting and textures, with 4K and 
HDR support on Xbox One X and PS4 Pro. The 
studio has also made some improvements 
to gameplay, adding a Borderlands 2-style 
minimap, streamlined inventory management 
and deeper cosmetic character customization. 
Co-op has been expanded from two players 
to four, with split-screen support allowing 
everyone to play on a single TV. Gearbox even 
reworked the final boss battle, which many 
players regarded as a bit of an anticlimax in its 
original version. 


ASSASSIN’S CREED Ill 
REMASTERED 


Ubisoft is no stranger to remastering Assassin's 
Creed games, but Assassin's Creed ill Remastered 
is the biggest overhaul the publisher has done 
yet. In addition to updated visuals—includ- 
ing new character models and support for 4k 
on Xbox One X and PS4 Pro—Ubisoft actually 
implemented gameplay improvements, too. 
Crowds are now denser, the crafting system 
sports more options, and stealth is deeper 
thanks to new techniques like whistling from 
bushes and stealth double assassinations. Also 
newis the ability to free aim with ranged weap- 
ons, a feature that hadn't yet been introduced 
to the series when Assassin's Creed Ill originally 
released. While the core of the game remains 
the same, Ubisoft is certainly blurring the line 
between remaster and remake. 

On top ofall that, Assassin's Creed Ill Remas- 
tered includes all DLC and a fully remastered 
version of Assassin's Creed Il: Liberation, a com- 


pletely different game that started life on the 
PlayStation Vita. That's a whole lot of sneaking 
around Colonial America in one package. 
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YAKUZA KIWAMI 2 


Sega's Yakuza series has always been much 
bigger in Japan than the rest of the world. Still, 
its reputation has been steadily growing in the 
West, with more and more people falling in love 
with its over-the-top action and silly sense of hu- 
mor. (Notoriously, the prequel Yakuza 0 lets you 
win a chicken at a bowling alley and then task it 
with running your real estate business.) Thankful- 
ly, any newcomers have the perfect opportunity 
to relive early chapters they might have missed 
thanks to the Yakuza Kiwami remakes. 

Yakuza Kiwami 2, which first arrived last 
year, updates the second game in the series 
for PlayStation 4. The story centers on Kazuma 
Kiryu, a one-time Japanese gangster attempt- 
ing to go straight. Before long, the assassina- 
tion of a high-level Yakuza boss threatens to 
plunge rival crime families into all-out war 
and—who could have guessed—Kiryu finds 
himself pulled back into Japan’s criminal 
underworld, In addition to updated visuals, 
Kiwami2 brings in newer Yakuza features like 
Y's Clan Creator and Y0’s Cabaret Club, along 
with additional story segments. 


ONIMUSHA: WARLORDS 


Most of the games featured in this issue 
are older entries in ongoing franchises, but 
remasters can also be a great way to revive a 
series that seems all but dead. Take Onimusha: 
Warlords. Before Capcom announced this 
graphically updated remaster of the 2001 
original, the samurai action series hadn't seen 
a new mainline entry in over a decade. 

For the uninitiated, the Onimusha games 
mash up real Japanese history with super- 
natural elements. (Also time travel and French 
actor Jean Reno, but that all came later.) As 
the first game in the series, Warlords keeps 
it comparatively simple, pitting the samurai 
Samanosuke Akechi against demonic forces 
led by an undead version of real-life historical 
figure Nobunaga Oda. 

Revisiting the game in 2019 makes for an 
interesting trip back in time, showcasing both 
how much the genre has changed and how 
much the action here still holds up today. And 
by bringing back Onimusha: Warlords, Capcom 
has opened the door for future remasters—or 
a comeback. 


KIRBY’S EXTRA EPIC YARN 


Kirby's Epic Yarn swung onto Wii back in 2010, 
transplanting Nintendo's pink puffball into 

a woven world of fabric foes and patchy 
platforms. It was an adorable twist on an old 
favorite, with Kirby using his yarn powers to 
wrap up enemies, swing between obstacles 
and reshape himself into different forms, like a 
monster truck or parachute. 

Now, that adventure is back and expanded 
on the Nintendo 3S. In addition to visuals 
that take advantage of the handheld's glasses- 
free 3D capabilities, Kirby's Extra Epic Yarn adds 
in a new set of six powers called Ravel Abilities 
for Kirby to find throughout levels. These func- 
tion similarly to the Copy Abilities Kirby steals 
from enemies in many of his other games, in 
that they replace or enhance basic moves and 
Kirby can only carry one at any given time. 

Rounding out the extras are two new 
minigames starring King Dedede and Meta 
Knight, and a new Devilish Mode that ups the 
difficulty by limiting your health and introduc- 
ing a new indestructible enemy that chases 
you throughout the level. 
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ARCADETUP 
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Arcade1Up machines stand at just 
under 4ft, each housing different 
classic arcade games, which come 
with immersive full-color high- 
resolution displays, sounds, and au- 
thentic controls, Additional add-ons 
include a riser and accessories—fully 
equipping users for endless hours of 
an arcade gaming experience! Mortal 
Kombat will be available online and 
in stores soon, only at Walmart! 


HP PAVILION GAM/N 


Go where the action is—with confidence. The HP Pavilion Gaming 
Laptop, loaded with the latest Intel® Core™ processors and solid 
graphics from NVIDIA, gives you the power and performance you 


need to conquer any environment. A true gaming and entertainment 
machine, this laptop boasts up to 8 hours and 45 minutes of battery 
life, 1TB of internal storage, and Intel Optane™ which provides near- 
SSD performance without sacrificing the storage of your traditional 
hard drive. Level up with an FHD display and you'll be well on your 
way to victory. 


STEELSERIES 
RIVAL 600 


GAMING MOUSE 


The Rival 600 introduces gamers to the 
world’s most advanced dual-sensor system, 
TrueMove3+. The TrueMove3 optical sensor 
delivers true 1-to-1 tracking, while a dedicated 
optical depth sensor achieves gaming's lowest 
and most accurate lift-off distance detection. 
Plus, custom center-of-gravity tuning with 256 
weight configurations makes the Rival 600 a 
must-have for competitive gaming. 


Arctis challenges everything you 

OMEN BY HP LAPTOP know about gaming headsets with 
completely overhauled audio, a 

Take on your next gaming challenge with the OMEN by HP Laptop. Arm new mic design with unmatched 


your arsenal with powerful hardware in an aggressive design that takes _clarity, and improved comfort 
mobile gaming to the next level. A four-zone backlit keyboard with with materials inspired by athletic 
26-key rollover anti-ghosting helps ensure multiple keystrokes are de- clothing, Arctis 7 features lag-free 
tected, ultra-fast Wi-Fi keeps you connected when it matters most, and _ wireless audio, 24-hour battery life, 
a 1080 FHD display lets you see every detail in clarity. Plus, with up to5 a premium steel headband, on-ear 


hours and 30 minutes of battery life, you can tackle your next challenge game/chat audio balance, and DTS 
from just about anywhere. Headphone: X V2.0 7.1 surround. 
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A RAGE-ING COMEBACK 
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011's Rage was supposed to be the 
2: big thing from developer id Soft- 

ware. Crafted by the acclaimed studio 
credited with creating the first-person shooter 
genre, the post-apocalyptic fragger fell short 
of fans’ expectations. While it received plenty 
of critical praise upon release—and still enjoys 
a rabid cult following nearly eight years on—it 
wasn't quite what players were hoping for 
from the studio that'd previously given them 
Wolfenstein, Doom and Quake. 


Enter Rage 2, the unexpected sequel that’s 
aiming to make good on many of the promises 
and concepts its predecessor couldn't keep. 
First and foremost, the highly ambitious fol- 
low-up features a true open-world experience, 
something the first game struggled to deliver. 
According to id Software studio director Tim 
Willits, setting a signature id first-person 
shooter within a beautiful, sprawling sandbox 
world meant calling in fellow game developer 
Avalanche Studios for some back-up. 


atures a true open-world 
lence, something the first 
game struggled to deliver. 


More Like 
“Nano-right!” 


“id and Avalanche have admired each other 
from afar for a long time,’ explained Willits. 
“We at id have loved the open-world craziness 
of all Avalanche Studios’ games, from Just 
Cause to Mad Max, and they have enjoyed our 
fast-paced first-person shooter combat. When 
we set out to make Rage 2, we knew we had 
the correct two companies, both best in class 
at what they do, working together to make 
something special.” 

Leveraging the same proprietary tech that 
allowed players to surf tornadoes across Just 
Cause 4’s massive world, Avalanche isn’t just 
helping out, but serving as Rage 2's primary 
developer. id is also doing its fair share by, 
quite literally, bringing out the big guns.“We 
have worked very closely with them [Ava- 
lanche] on every aspect of the game, and es- 


“We knew we had 
the correct two 
companies, both best 
in class at what they 
do, working together 
to make something 
special.” 
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pecially the first-person combat. Working with 
us, Avalanche has created something unique 
and exciting—a true ‘id Software shooter’ set 
ina true open world,’ said Willits. 

As anyone who stacked demons like 
cordwood in 2016's Doom will attest, playing 
a “true id Software shooter” means engaging 
in some of the most satisfying trigger-pulling 
action the genre’s ever seen. Responsive, 
rewarding and quicker than lightning, id's 
spot-on combat mechanics could make the 
most mundane game feel great. Never mind a 
sprawling, post-apocalyptic landscape brim- 
ming with bandits and mutants just begging 
to meet the business end of your sawed-off 
shotgun. 

Big guns and a bigger world aren't the 
only things separating the sequel from its 
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predecessor. Picking up 30 years after the first 
game's conclusion, Rage 2 once again sends 
players to an asteroid-obliterated Earth. As 
Willits explained though, three decades can 
significantly change a scorched planet. "The 
world has evolved and the environments 
have evolved from the original. We have more 
color... the world is no longer just brown and 
s dusty. We have biomes, we have forests, and 
swamps, and trees and vegetation, which then 
has led to a more colorful and a more kind of 
fun environment!” 
Fans will traverse this pretty post-apoca- 
lypse as Walker, a new character who can be 
adli played as a male or female protagonist. As this 
fresh-faced wasteland wanderer, players will 
olved encounter a variety of threats, from roadside 


Better thana 
Boomerang 


Picking up 30 years 
after the first game’s 
dat conclusion, Rage 2 
: once again sends 
players to an asteroid- 
obliterated Earth. 


bandits and menacing mutants to monsters 
the size of mountains. They'll also face the 
Authority, the first game's returning regime of 
tech-savvy evildoers. Regardless of who—or 
what—you face, however, Rage 2s many pol- 
ished systems and mechanics offer a variety of 
options for dealing with them. 

In addition to your over-the-top arsenal of 
guns and grenades, you'll be equipped with 
Nanotrite abilities. An evolution of a powerful 
resource introduced in the first game, these 
coveted skills grant superhero-like powers. 
Mixing and matching these upgradable, table- 
turning abilities with your more traditional 
arsenal doesn’t just fuel the game's adrenaline- 
pumping style, but also gives you an edge 
when facing the world’s most formidable foes. 
You'll know exactly what we're talking about 
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Really Old 
Friends 


“With a focus on fun, over-the-top action, it’s 
an irreverent adventure through a dark world 
that isn’t always so grim.” 


10 SOF TUDIO DIRECTOR TIM WILLITS 


the first time a towering mutant uses your rifle 
like a toothpick. 

Given the game's strong Mad Max vibe— 
and Avalanche’s work on a game based on the 
property—its not surprising you'll also have 
an incredibly cool car in your corner. Dubbed 
the “Phoenix, the ride can be tweaked and 
upgraded to fit your personality and playstyle. 
You can get behind the wheel to engage in 
races, impromptu combat and convoy take- 
downs, The latter encounters sound especially 
promising, as they essentially serve as mobile 
missions with their own objectives. Coming 
upon a convoy might task you with taking 
out its leader, securing a precious—possibly 
volatile—resource, or just blowing the entire 
parade of vehicles to smithereens. 

Thankfully, your wasteland transportation 
is as armed to the teeth as your character, 
equipped with a number of offensive and 
defensive enhancements. An early favorite, the 
“Hellfire Mortar,’ works pretty much as adver- 
tised, sending a volley of explosive projectiles 


into the air before making the baddies below 
one with the blacktop. While you'll spend most 
of your drive time in the Phoenix, you're also 
welcome to test out some other slick rides. 
Rage 2 has monster trucks, gyrocopters, tanks 
and boats, all of which can be stolen from their 
‘owners. In fact, if you beat an opponent ina 
race, their vehicle will automatically appear in 
your garage for future use. 

Ina medium filled with sandbox shooters 
set during humanity's last stand—from Far 
Cry New Dawn to Fallout 76—Willits believes 
Rage 2 can still rise above the post-apocalyptic 
pack. While he noted the impressive pedigree 
behind both the game's world and gameplay, 
he feels confident that there's much more to it 
than those defining elements. 

“Rage 2 also stands apart from others 
through its unique attitude and personality; 
with a focus on fun, over-the-top action, it's an 
irreverent adventure through a dark world that 
isn't always so grim/Willits explained, “It’s just 
a whole lot of fun to play." 


A PLAGUE TALE 


“CINEMATIC DELIGHTS 
EVERY STEP OF THEWAY” 


80 RS l > aoe y “A PLAGUE TALE’S STORY 
IS IMMEDIATELY COMPELLING” 
“GRIPPING, 
HEARTBREAKING” 
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A PLAGUE 
A«PLAGUE TALE 


Follow the grim tale of young Amicia and her little brother Hugo, in a heartrending journey through the 
darkest hours of history. Hunted by Inquisition soldiers and surrounded by unstoppable swarms of rats, 
Amicia and Hugo will come to trust each other, fighting to find purpose in this unforgiving world. 


wwwaplaguetale.com 
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Violence ‘© 2019 Asobo Studio and Focus Home interactive. A Plague Tale: Innocence is developed by Asobo Studio and published by Focus Home Interactive. A Plague Tale: Innocence 
and its logo are trademarks or registered trademarks of Focus Home Interactive. The game and technology are the property of Asobo Studio. All rights reserved. 
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early 20 years ago, one of the great- 
N est kart racing spin-off games of all 

time launched. And no, we're not 
talking about the one starring the plumber. 

CTR: Crash Team Racing is one of the best—if 

not the best—kart racing games of all time. 
Starring everyone's favorite orange bandicoot 
and his lively cast of supporting characters, 
Crash Team Racing became an instant classic 
with PlayStation fans: Its tight controls, revolu- 
tionary boost mechanics, detailed map design 


CTR: MUCH MORE 
THAN A KLONE 


Sure, on the surface, CTR: Crash Team 
Racing seemed like a straight-up Mario 
Kart clone when it launched in 1999. After 
all, it's a kart-racing game featuring a 
lovable mascot and his cavalcade of side 
characters. 

In actuality, the relationship between 
Mario Kart and CTR was mutually benefi- 
cial. CTR revolutionized kart racing with 
one simple mechanic, a mechanic that the 
Mario Kart series would end up using in 
later iterations: drift boosting. 

TR's introduction of drift boosting 
added a ton of strategy, skill and interactiv- 
ity to kart racing that almost every future 
game in the genre would ape. It also added 
jump boosting, a mechanic that would 
become key in Mario Kart Wii. 

CTR might have taken some heavy in- 
spiration from the Mario Kart series, but its 
mechanical additions to the genre cannot 
be underestimated, and it'll be interesting 
to see how Beenox builds on this game- 
play for Nitro-Fueled. 


CTR: Crash Team Racing is one of ~~ 
the best—if not the best—kart 
racing games of all time 


and long list of modes made it a must-have for 
kart racing aficionados. Now it's coming back 
in a big way with Crash Team Racing Nitro- 
Fueled, a complete remaster of the original. 
Developer Beenox is no stranger to remas- 
tering classic games, considering it’s the studio 
behind 2016's Call of Duty: Modern Warfare 
Remastered, but Crash Team Racing Nitro- 
Fueled is more than just a fresh coat of paint. 
Beenox is almost entirely building the game 
from scratch, creating new assets, new tracks, 
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“The bulk of the artistic 
work has been built 
from the ground up 
specifically for this 
JAMEL” seenoxo-studio head Thomas Wilson 


and adding—in a first for the series—online 
multiplayer capabilities. 

“Some of the work that our friends at Vicari- 
us Visions did on Crash Bandicoot N. Sane 
Trilogy was carried into Crash Team Racing 
Nitro-Fueled, like the characters,’ said Beenox 
co-studio head Thomas Wilson. "However, the 


bulk of the artistic work has been built from 
the ground up specifically for this game.” 
Crash Team Racing Nitro-Fueled's races 
involve eight competitors going head-to-head 
ina free-for-all or team-based race to the finish 


line. You can scoop up power-ups like homing 
rockets, rolling bombs and invincibility thanks 
to Aku Aku (or Uka Uka if you're playing as a 
villain), among others. Wilson hinted that there 
might even be new pickups, too. 

Also returning is the single-player Adven- 
ture mode, with cutscenes rendered lovingly in 
brand-new HD graphics. Alien overlord Nitros 
Oxide is bent on paving over Earth to make 
the universe's biggest asphalt track, which 
naturally leads him to challenge Crash toa 
racing tournament. Throughout the game's 


Adventure mode, Crash must top the leader- 
boards, take on a number of bosses, and finally 
outpace Oxide to save the planet. 


“Fans have been asking Activision to bring 
back the beloved classic for some time now and 
Beenox is absolutely honored to be remastering 
the game;’Wilson said.”We want to surprise and 
delight new fans, yet create a game that can 
appeal to a new generation of racers.” 
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©2019 and published by Deep Silver, a division of Koch Media GmbH, Austria.Developed by Deep Silver Fishlabs. Developed by Deep Silver Volition, 
Inc. All rights reserved. Saints Row, Deep Silver and their respective logos are trademarks of Koch Media. All other trademarks, logos and copyrights are 
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Super Mario Mak 


In Super Mario Maker 2 you can change 
your created level's visual style on the fly. 
But this doesn't just change how it looks. It 
also changes how it plays. 


Super Mario Bros. is the foundation for 
every Mario game. Your moveset here is 
pretty limited: You can run, jump, kick 
shells and shoot fireballs. That's about it. 


‘ F| in Soc J 
=> a Tee dived Ca as a 
Picci OR rc (A A (A secon mba aaa eUpce WARIO BROE’S 


Levels with Super Mario Bros. 3's visual 
style add a couple of new possibilities. You 
can pick up shells now, and use different 
power-ups like the Super Leaf. 


Super Mario World's spin jump lets play- 
ers get creative with platforming over 
Thwomps, and you'll have access to Yoshi 
and the Cape Feather. 


Wall-jumping, ground pounding and spin 
jumping are all at your disposal if you style 
your level this way. Power-ups like the Ice 
Flower are also in play. 


Hee Hoo OOMnSE 


NO PURCHASE NECESSARY TO ENTER OR WIN, VOID WHERE PROHIBITED. Open only to legal U.S. residents. Contest begins April 30th, 2019 and ends June 15th, 2019. The 
“PS” Family logo and “PS4” are registered trademarks of Sony Interactive Entertainment Inc. Nintendo Switch is a trademark of Nintendo. SEGA, the SEGA logo and TEAM 
SONIC RACING are either registered trademarks or trademarks of SEGA Holdings Co., Ltd. or its affiliates. All other trademarks, logos and copyrights are property of their 
respective owners, 
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hile there's been no shortage of 
games that have tried to recreate 
the incredible success of Mine- 


craft, most have focused too much on simply 
being a copy and not enough on crafting their 
own ideas. That wasn’t the case, however, for 
Dragon Quest Builders. Rather than creating 

yet another Minecraft clone, Square Enix’s 
developers instead turned out an engrossing 
adventure that provided its own twists on 
building and crafting. 

When thinking about what to do ina 
sequel, Dragon Quest Builders 2 producer Noriy- 
oshi Fujimoto noted that “camaraderie” was 
one of the big themes the team went with. 

Ina variety of ways, you will now be either 


Producer Noriyoshi 
Fujimoto noted that 
“camaraderie” was one 
of the big themes the 
team went with. 


Gamecenter 


supporting or relying on others, something of 
a shift from the “lone hero" attitude of the first 
game. One of the biggest examples of this new 
direction is the addition of multiplayer. 

“We actually wanted to include this feature 
from the first game, but we were taking on the 
challenge of developing a game in a genre 
that was new to us,’ explained Fujimoto. “So, at 
that time, we decided to focus on creating an 
offline game that blended a story-based RPG 
with a sandbox environment’ 

Now, with the game's groundwork already 
laid, four players will have the option to team 
up together online. You'll be able to head off to 
defeat enemies and have adventures with your 
friends, or stick to the main Isle of Awaken- 
ing and build to your heart's content. Dragon 
Quest Builders 2 even includes new items 
specifically tailored to multiplayer, such as the 
four-seat “Buggy Buggy” vehicle. 

Even if you decide to go it alone, you'll 
still have plenty of help along the way. The 
mysterious new character Malroth will always 


MORE TOOLS IN 
THE TOOLBOX 


Given that “builders”is right there in its 
name, it comes without question that 
fans will be expecting new and more 
complex building tools in Dragon Quest 
Builders 2. 

“In terms of new blocks, the magnet- 
ic block is really fun,’ producer Noriyoshi 
Fujimoto offered as one example of 
what's been added to the sequel."You 
can transform it into other blocks/items, 
and you can move it around like a mag- 
net using pullers and pushers.” 

Another option you'll now have is 


the transform-o-trowel. Using this new 
item, you'll be able to select a designat- 
ed range of blocks, and instantly switch 
them toa different type of block. The 


transform-o-trowel will be especially 
useful for quickly creating certain types 
of structures, such as walls or floors. 

Dragon Quest Builders 2 will bring 
not only new types of blocks and 
items, but also deeper refinements to 
those that already exist. For instance, 
you'll now be able to cut blocks in half 
diagonally, change the color of objects, 
and scoop up certain environmental 
elements like water to move them to 
other locations. 


be by your side, acting as a trusted partner as. 
you explore new areas or conquer fierce foes. 
Even the various NPCs you meet have been 
given more personality, and will come to life 
like never before. 

“The ways the NPCs will react to the pro- 
tagonist’s [creations] has become much more 
fleshed out,’ said Fujimoto. “For example, they 
might go for a swim in a pool you've built. It'll 
make you feel more attached to your friends 
‘on the Isle of Awakening, and | think [the 
player will feel more emotionally connected] 
as well.” 

Dragon Quest Builders 2 looks to offer a lot 
of new ways for you to meet characters and 
grow friendships in the Dragon Quest world, 
but that's only a small part of everything that’s 
been promised for the game. While the origi- 
nal Dragon Quest Builders may have seemed 
at first like just another take on the Minecraft 
formula, Dragon Quest Builders 2 suggests 
that Square Enix’s RPG-tinged crafting series 
has all of the pieces it needs to be something 
special. 
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have gotten to experience the seedier side 

of Japan's biggest city, There, on the mean 
streets of Tokyo, the clash between rival gang 
families has produced some of the deepest 
and most compelling drama video gaming has 
ever seen. 

Now, the team behind those Yakuza games 
is hoping to give fans a very different look at 
both Japan's capital and its residents. In their 
latest project Judgment, that starts with shift- 
ing the focus away from longtime protagonist 
Kazuma Kiryu to newcomer Takayuki Yagami. 
Our new hero's life couldn't be more differ- 
ent than his predecessor's, as when we meet 
him, he’s a young but successful lawyer at a 
local law firm. Takayuki's future seems filled 
with endless possibility, until a horrific event 
linked to a previous case he won leaves him 


| 1 Sega's beloved Yakuza series, players 


Judgment promises to bring a number of new 
overcome with guilt. When the story picks gameplay twists and narrative surprises. 
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back up with him a handful of years later, 
Takayuki has left his life of law, and is instead 
slumming it around Tokyo's Kamurocho district 
as a small-time detective. One day fate brings 
him back to his old law office, when he's asked 
by a former colleague to do grunt work on a 
murder case involving a member of a local 
yakuza family. 

While it may initially seem like “just” another 
chapter of the Yakuza saga based around a re- 
freshed cast of characters, Judgment promises 
to bring a number of new gameplay twists 
and narrative surprises. As both an ex-lawyer 
and an active private detective, Takayuki takes 
amore cerebral approach to dealing with the 
situations that pop up along the way. In one 
moment, players may need to find a suspect 
by using a handful of clues about their appear- 
ance, and then trail the target without losing 
them among the crowded streets of Kamuro- 
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cho. At other times, players will stake out an 
area to catch a deal going down, or question a 
witness in order to get the next much-needed 
clue. Takayuki won't shy away from trading 
fists with anyone who gets in the way of com- 
pleting his latest job, but he'll also have plenty 
of chances to let his brain save the day instead 
of his brawn. 

What isn’t changing in the evolution from 
Yakuza to Judgments the development team’s 
passion for stunning visuals. Every part of the 
game we've seen so far is incredibly impres- 
sive graphically, from the recreation of real-life 
locations in Tokyo to the unbelievably realistic 
character models. Those characters, along with 
numerous other elements in the game, make 
Judgment feel like a hard-boiled Japanese TV 
drama—one that players of any nationality will 
no doubt find themselves engrossed in before 
they know it. 


47 


THE PEOPLE BEHIND 
THE POLYGONS 
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One of the big draws of Judgment for 
Japanese fans is the roster of celebrities 
who lend their faces and voices to the 
game's cast. Since many of those names 
will be unfamiliar to players in the West, we 
thought we'd introduce you to a few of the 
real-life people behind some of the game's 
important characters. 


TAKAYUKI YAGAMI 

Judgment’s main 
character is played 

by Takuya Kimura, 
otherwise known as 
“KimuTaku" to pretty 
much everyone in his 
home country. Kimura 
was previously a member of SMAP, one of 
the best-selling boy bands in Asia. Now, 
he’s transferred his talents into a successful 
acting career. 


RYUZO GENDA 

Saal Takayuki’s ex-boss and 
mentor comes to life 

nS thanks to Akira Nakao. 


His long career in 
acting will be mostly 
familiar to movie buffs 
in Japan, but you may 

know him from having appeared in six dif- 

ferent Godzilla movies. 


MITSURU KUROIWA 

yj og The straightlaced 

[| detective from the 
Kamurocho Police 
Department Orga- 
nized Crime Division 
is the video game 
alter ego of Shosuke 

Tanihara. In addition to having acted in 

numerous films and TV shows (including 

the cult classic Fudoh: The New Generation), 

Tanihara also hosts a long-running podcast 

for TOKYO FM. 


*» 


MAFUYU FUJII 
Actress Risa Shimizu 
steps into the shoes 
of Judgments savvy 
public prosecutor. 

It’s quite likely you've 
heard Shimizu’s voice 
before, as she’s had a number of voice act- 
ing roles for various anime series, including 
that of Lynne in Attack on Titan. 
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TOM CLANCY’S THE DIVISION2 “& 


HITTING CLOSER TO THE MARK BY MOLLIE.L/PATTERSON 
ftera bit of a rocky start, Ubisoft’s even before any of the promised updates or tions offer up tenser, more strategic firefights. 
Tom Clancy's The Division grew into. DLCarrives. Combat is especially satisfying, as Adding to the tactics you'll employ when 
one of the deepest and most robust _a wider variety of weapon options, armor up- __engaging with enemies are the expanded op- 

loot-based shooters around. The game tasked grades, enemy types and environmental situa- _ tions for customizing your character. Sure, that 


players with stepping into the shoes of a 
government agent on a mission to help restore 
normalcy after an apocalyptic pandemic dev- 
astated New York. Through that premise, the 
teams at Ubisoft and Massive Entertainment 
crafted a host of single-player, cooperative and 
competitive gameplay scenarios, all of which 
helped players build their characters up into 
versatile agents of order. 

Set a handful of months after the original 
game, Tom Clancy's The Division 2 builds upon 
much of what the development team learned 
over the past few years, From the moment it 
kicks off, the game seems more polished and 
fleshed out, feeling like a complete package 


starts with how your avatar looks or what kinds 
of clothes they wear, but many of these choices 
will affect how they play, too. As opposed to 
the original game's three core tech trees, The 
Division 2lets you unlock any of the skill plat- 
forms and perks at any time, so long as you've 
got the points to do so. This change can be a 
bit confusing for those used to the previous 
game but is a great help for finding a playstyle 
that best fits your preferences. 


From the moment it 
kicks off, the game 
seems more polished 
and fleshed out. 


Though the world itself might not feel 
quite as unique as The Division's snow-covered 
streets of New York, shifting focus to Washing- 
ton, D.C. for The Division 2 definitely offers more 
opportunities for geographic variety. There's 
still plenty to see and do, from storyline and 
side missions to dynamically-generated events 
that can pop up at a moment's notice. One of 
the nice touches is that there’s more of a sense 
of accomplishment when it comes to helping 
out the survivors you'll come across. As one 
example near to our hearts, it's hard not to feel 


Gaémecenter 


UNCENSORED EVALUATIONS FROM THE GAMECENTER EXPERTS 


a bit of pride knowing you've given a group of 
kids in one of the camps video games to help 
fight off boredom. 

Tom Clancy's The Division 2's worldbuilding 
does lead to one of its weaknesses, however: 
storytelling, Getting to see a major metropolis 
still littered with the remnants of Christmas- 
time is just one of many interesting visual 
narrative elements, but the game doesn't do 
nearly enough with the ongoing story we're 
actually presented, The campaign-progressing 
missions don’t always seem as important as 


they did before, and you'll often be left feeling 
like there could have been far more compel- 
ling, complex or daring tales to tell. 

Even if it isn't always the best at telling a 
strong story, Tom Clancy's The Division 2 almost 
always gets it right where it counts: offering up 
a good game to play. The lessons learned from 
the original The Division are clear here, as is the 
potential for how fantastic of a“looter shooter” 
this latest chapter of the franchise may become 
as it improves and expands even further in the 
months and years ahead. © 
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CRASH BANDICOOT N.SANE TRILOGY, 
CALL OF DUTY: BLACK OPS 4, 
AMAZING SPIDER-MAN 2 


WGC: We've gotten used to FromSoftware 
crafting dark fantasy types of settings, but 
its latest adventure, Sekiro: Shadows Die 
Twice, feels very different. How does this 
new setting offer a twist on what we've 
seen before? 

Andrew Petrie: One of the things that really 
sets Sekiro apart is it’s partially grounded in 
historical nonfiction. The team did a lot of 
research in order to be able to craft this game 
in a way that feels authentic. However, the 
direction the game is going to take is still 
very, very FromSoftware in nature. So, even 
though it feels authentic at first glance, | like 
to refer to it as a slow descent into madness, 
because you actually are going to find a lot of 
those dark fantasy elements that you've come 
to expect from their previous games. They 
just may not be immediately apparent. 


“In Sekiro, the 
experience is crafted 
in such a way that 
the combat is like a 
dance. It’s very fast 
paced.” 


WGC: What can players expect from 
Sekiro's more action-oriented gameplay, 
and how will it be a change from what 
FromSoftware has done before? 

AP: In those previous games, it was really, really 
easy to carve outa specific play style. Often- 
times, people would turtle, or they would roll 
around, and those were techniques they would 
heavily rely on as they were playing. In Sekiro, 
the experience is crafted in such a way that the 
combat is like a dance. It’s very fast paced. The 
game encourages you to actually be aggres- 
sive, but also to be thoughtful in terms of how 
you approach combat. Even though our main 
character is a master ninja, he’s not afraid to at- 
tack enemies head on. But, you do also have the 
opportunity to use stealth to your advantage 

or to use an entire arsenal of different tools, 
items and various skills to help you take on each 
combat encounter. 


o 


fter tasking players with surviving 
Be worlds inspired by medi- 

eval Europe and Victorian-era England, 
FromSoftware's latest project hits a little closer to 
home. Sekiro: Shadows Die Twice is a brutal, unfor- 
giving adventure set in feudal Japan, one which 
will challenge even the most skilled players with 
its new blend of fast action and calculated stealth. 
To learn more about the challenges that await, we 
spoke to associate producer Andrew Petrie. 


WGC: The Shinobi Prosthetic is one of 
those tools, and also one of the biggest 
additions in Sekiro. But what is the Shinobi 
Prosthetic in the first place, and what will 
it mean to gameplay as players progress 
through the game? 

AP: The Shinobi Prosthetic is this device 

that can be augmented with a variety of 
different weapons and tools to help you in 
your adventure. The prosthetic itself can be 
upgraded throughout the course of the game 
to become more powerful and to have more 
options, and to enhance some of the tools 
that are already attached to it. So, it’s this 
device that will have lore associated with it, 
that you'll learn pretty quickly as you go in, 
but more specifically, it’s a Shinobi tool that is 
used for a variety of different purposes. 


WGC: What can players expect from the 
difficulty and challenge in Sekiro, both for 
longtime fans and folks new to FromSoft- 
ware games? 

AP: There's a couple of things that | like to say 
to answer this question. One is, if you are a 
long-term fan of the Souls series, Sekiro is dif- 
ferent, and you'll need to approach it differ- 
ently when you walk into it. It will feel familiar 
initially, but you'll learn very quickly that the 
type of combat has a different cadence and 

a different ebb and flow to it. The challenge 
level is, at minimum, going to be on par with 
previous offerings, but we like to feel that it's 
actually more challenging than those games. 


WGC: Finally, if you yourself had a Shinobi 
Prosthi based on 2019 technology, what 
would be the attachment that would prove 
most useful in your daily life? 

AP: Man, that’s a great question. | would like 
to think that I'd have a Swiss Army prosthetic, 
and | could flip out all these little things that 
I'm going to use throughout the course of 

my day and just always have them readily 
available. So my cellphone might flip out, or 
my toothbrush might flip out, or my car keys 
might flip out, and it would just be all-encom- 
passing. 
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ARCTIS 7 WIRELESS (2019 EDITION) 


66 The Arctis 7 (2019 Edition) feature the all new Arctis Pro 
redesigned headband with a rounder shape, more balance, 
and much improved comfort. We put a lot fo work into 
creating the perfect arc to fit every shape. Experience the 
same high-quality sound from our Pro Headset Line with 
improved and more accurate surround sound. 


BRIAN FALLON, Senior Product Manager 9 
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